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ABSTRACT

The changing role of technology in tourism has motivated this study to examine the
levels of perceived Metaverse technology components and perceived usability among digital
native tourists using the Takian Tia Verse platform, as well as to investigate the influence of
perceived Metaverse technology components on perceived usability. The sample comprised
353 digital native tourists who had experienced the Takian Tia Verse platform at least once.
Data was collected through a questionnaire and analyzed using descriptive statistics, including
means and standard deviations, together with inferential statistics using structural equation
modeling (SEM).

The findings indicated that digital native tourists reported a high level of perceived
Metaverse technology components, with the user-defined dimension exhibiting the highest
mean score (X = 3.90). In terms of perceived usability, the consistency of symbols throughout
the system achieved the highest mean score (X = 4.03). The data satisfied the assumptions of
normality and were appropriate for model development. The structural equation model
demonstrated an acceptable level of fit with the empirical data (Chi-square = 1,449.405,
df =610, x2/df = 2.45, CFI = 0.928, TLI = 0.921, RMSEA = 0.063, RMR = 0.037). Furthermore,
perceived Metaverse technology components were found to have a significant positive direct
effect on perceived usability among digital native tourists (B = 0.770, p < 0.001), accounting for

59.3% of the variance in perceived usability. The results suggest that the development of digital
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tourism platforms should place greater emphasis on the design and communication of Metaverse
technology characteristics in ways that enhance users’ perceptions, as these perceptions play a
critical role in shaping usability evaluation and technology acceptance in community-based

digital tourism contexts.

Keywords: metaverse, virtual technology, usability perception, community-based tourism,

community participation
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a o =

Usgynsidmuneeean1s3de tawn dnvieufiednquadiawdininedivssaunisalldam
wnannesuazRsuRea selidaunsassyinnulssnnsiiualiegntaiau §3e3dld FBnisiden
#18819WUULA1239 (Purposive Sampling) lagA1vunn a8 A8 ULUUADUAININA DAY

UsraunsallianuUwnannesufINaiegnalsy 1 A

Y '

nauieg 19Tl UNTIATIENTTWIUNIEY 353 AU NUITEatularUsenaumgsLUsdanale

q
v v '

FIUTIAU 37 2 L DNIITUIINBUINIINITIATILIBIUIDNITNAFDUNNFDABALAUT UL DUV
WUUT1a09 Hair et al. (2014, 2019) uax Kline (2023) s3y31 MIUTEUAMUTNEINDYDIVUIANGY

HIDE19AITNANTAUTIUNUTENINI UL ILUT IS 1ASIAS19UDILUUTIADY BAYIIWIUNITIADSTAB

v
N o v

UsEUuA U1NNINNITRANSNIUIURIBUSALNRbe9ag19Rea Tuaudded AuUsAuaIunIssus

Y

1%

osAUsznauvaumalulad Metaverse gnimuaidusiuusudsssiuiiaes vasdidiudsausunsivg
nsldnuduiuusunsseiuiivis dsmaliuuudrassiinnunssiunaghidudouiuld Wefiarsan
Fnsdrnseminsanguiiegwredwuiulsdunald deogfivsana 9.5:1 saufundnnis
AAs1EvisInanITadeuves Cohen (1988) filausliisruranisvaaeulivosndn 0.80 dmiunis
aTanudvenaluszauiiuna JsEansaasulad vwinngudiegnaduiu 353 Aulinuiismeuas

WINEAUEINSTUNITIATIEY CFA way SEM Tusuideaduil

Y|

A5 D9R BN b lUN1SI9AD wuLaBUA1Y (Questionnaire) TINHUIYUINNLUIAALALINUITETN

(%

Weates lnswdseanidu 3 diu ldun 1) deyaialuresdmauuuuasuaiy 2) uuuinnisius

U

23AUITNOUTDINALUlal Metaverse WaIU19INNTOULUIAAYBY Wunderman Thompson (2022) &4

Anuadu fuUsuaseeuAans (Second-order Construct) Usenausieadsrusenaugas 9 a1 tawn

[ v

AumeLiiowadeya nsnevauswuuisealnyl Msdujduius anudeadieassa Jldaudug
MuuA N15NSE881UNR MskaUAUTInUsEdiu anulitednnn uasnsasisdnuiaiion way 3)
wuuTanTssuiaunsldau (Perceived Usability) Waiunaninast Nielsen’s 10 Usability Heuristics
(Nielsen, 1994) Farmunatlu fauusunaszauiinis (First-order Construct) lnadaudsvianungn
o a a a wa 1 v @ v o a a v & £y 2 %
vuadendaufuinisnounisiaundudeday nsulawmwnAndaunusssulndusulsdunals
Panansaialiannnisiuivesineuwuugeuniy

11RTAIUNTIAUAZNITATIVEDUTORNAL TR YastaaInuludIun 2 waz 3 Tdunsidiu

UszuauAIMuUaLAse 5 550U (5-point Likert Scale) & eus “doudign” dv “arnfign” dadu
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Summated Rating Scale fwngauiumMsinnissuiuasiauad lnegidelansiaasuanumangay

YINSHIUINTIAIUAINA1INUNENNNTVBS Boone and Boone (2012) way Joshi et al. (2015) naui

v
aa o

JoyalUIneiiBeadinduas

nsaTRdeUAMNNTBILUVABUMNAdumaudFuTy Ao 1) narpuAIAINTLom
(Content Validity) Tnegidenengy 3 viu uazAnmadainnuaonadesvoailon (10C) Feiianlaih
71 0.80 (Polit and Beck, 2012) 2) naassldiaIasile (Try-out) AuNqufieE19 30 AU LAZATIEDU
mudoiuresusazgaiuusdunalidieadulssans uearvasasouuia deuindu 0.98
11n1n31 0.70 Fefiednindedio (Nunnally and Bernstein, 1994)

mafusuTdayadiiunsniusuuaeuauesulaiiieg Google Forms lnBuuUIENETHANS
aruBusoulundTmside (informed Consent) mumdnadesssunsideluuged nuideilasu
M133U09INANENTIUNNSI55uNTITETuAYwE amAnendoyswn aail IRB2-082/2567 1ileTuil
18 dinungu 2568

nsessideya

isgvideyasieaifldmssann (Descriptive Statistics) liud Aeds drmidoauunnsgiu
Aud uariosas 1 sefursdnuaRBULUUABUAIY N15TIATIEY DeA UsENOULTad udy
(Confirmatory factor analysis: CFA) Wagn153LATIZRLUUIIa09aUN151ATIA519 (Structural equation
model: SEM) Lt enadauaIuduiusifeaing seninaduusuns Tiun n1sfufesduszneuves
wialulad Metaverse fun135usnsldau lnefiansandidvidinaiuaenadssvasluing laun
A" X2/df, CFI, TLI, RMSEA Wag RMR aanauiiauslag Kline (2023), Bollen (1989), Browne and
Cudeck (1993), Schumacker and Lomax (2004)

Nan153398

o P

ToyamiluvesEneukuUaauny Tnvieafieinduadviaiiin engsening 18-25 U 1w 353 Au
duluna dunmndeSovay 70 anurlansesay 96 nsAnwsEAUUS RS Se8ay 96 dselaralfou
1faan31 15,000 U Sewar 90 39n Metaverse W iUles Sowaz 73 14 Metaverse iion s@iny

Fouaz 53 wayld Metaverse Wiudlefindlaszuuyfuanis 10S Sesay 24 nan153983MUNAY

¥
@ v

MnUIEaIANITIdeRall

1%

1. wansfinwseaun1ssuiesdusenauveamalulad Metaverse 4 9 du AusEAUNISTU3

U

nsl¥au (Usability Perception) vestinviesiennguadviaiuiiv Tuusunvesyusunisviesiieinzifey

e daualunnsnen 1
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MTNN 1 NFATIEAREY d1uloauunnnsgiu AN wazaulaweiilys

RTRIEEEZ AT b L iTH X (SD) wlawa  Skewness Kurtosis
MET_asrusznauvesnalulad Metaverse 3.74 0.681 10 -0.341 0.503
Perﬁ:?.i/m'azﬁawaﬂgwﬁaya (Persistent) 3.66 0.754 11N -0.068 0.194
Perl_fimudaiiios 354 0894 -0.097 -0.081
Per2_iimuaiioudss 3.54 0.865 1N -0.057 -0.030
Per3 luifiqndugn 3.88 0883  wn -0.494 0.162
Rea_mswauls (Reactive) 3.54 0.831 k) -0.223 0.235
Real ujduniuslunistisule 3.63 0882 w1 -0.380 0.260
Rea2 MOUAUBIAINADINTTLS 3.53 0.926 el -0.198 -0.161
Rea3_moudusdlsuuuriudiviule 3.46 0.935 el -0.187 -0.183
Inter_I$msuvasmiuuay (Interoperable) 3.82 0.810 1N -0.331 -0.122
Interl_isnuaesiioldvainvans 3.80 0.947 el -0.611 0.407
Inter2_fldnwazianizsi 3.81 0.875 110 -0.292 -0.161
Inter3_lasfanunsaldaule 3.84 0.914 el -0.394 -0.251
Cre_maufnas19as9A (Creative) 3.74 0.807 1N -0.315 0.147
Crel_\inmuAnassassh 3.85 0.862 ah) -0.448 0.254
Cre2_usstiumala 3.69 0.922 w1 -0.442 0.174
Cre3_fldusmegansziiosodu 3.68 0.887 10 -0.260 -0.065
User_gldsnudugiimn (User-defined) 3.90 0759 N -0.374 -0.037
Userl_a$1anainaniudiage 3.92 0832 -0.376 -0.019
User2 13enleafuyun 3.97 0851  wn -0.442 -0.234
User3_a3199nanuiaan1svees it 3.81 0.848 30 -0.325 -0.071
Dec n3¢978871739 (Decentralized) 3.80 0.755 110 -0.214 0.171
Decl_vhbvinnaufinnududivessuiu 3.75 0822 1N -0.280 0.206
Dec2 hifiivesavsaulamunil 3.80 0.834 30 -0.140 -0.394
Dec3 usdla wavtunans 3.86 0.852 30 -0.384 0.211
Eve waustnudinysei19u (Everyday) 3.75 0.821 110 -0.314 -0.014
Evel manudniuTinuszdniu 3.73 0.911 110 -0.366 -0.011
Eve2 uenudniulanmnanduass 3.81 0.876 1N -0.385 -0.147

Eve3 lufliduniwesiinesulatuazesmlal 3.71 0.936 1N -0.280 -0.327
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1571990 1 ()

v

AaudsszAuNMITUs X (SD) wlawa  Skewness Kurtosis
Lim_liddavia (Limitless) 3.73 0.797 10 -0.153 -0.180
Lim1_laifidesrinsnulszaunisel 3.74 0.898 ah) -0.346 0.047
Lim2_lifidednfindruaudldanu 3.71 0873 w1 -0.260 -0.109
Lim3_lufidedrindruiulaniaiiouass 3.73 0.887 ah) -0.213 -0.249
Soc_assAasanuln (Social) 3.71 0.860 10 -0.379 0.038
Soclﬁm‘x’iLwiamsa%waﬂmmﬁm"v’uﬁ’ﬁumuiﬁﬂ 3.76 0.908 1N -0.429 -0.031
Soc2_ ufinuuy woRe 3.66 0910 1N -0.315 -0.056
50c3;ﬁu17‘il,wiamsa%wqmmlmjq 3.72 0.926 110 -0.380 -0.182
USE_asausznaunsidanu 3.87 0.732 1N -0.350 -0.144
Usel_3idesegnssdiulnuvesszuy 3.63 0914 a1 -0.166 -0.166
Use2_ Mnwiigldaudlase 4.02 0.934 N -0.445 -0.445
Use3 dneeanssuuldlaue 3.95 0.970 1N -0.093 -0.093
Used Tddganuaiiferiunasnnisldeu 4.03 0874 w1 -0.440 -0.440
Use5_fin1sllasiudaiinnain 3.76 0.877 10 -0.142 -0.142
Use6_luidisilouddios 3.96 0.897 10 -0.099 -0.099
Use7_fiaudangulunisldnu 3.90 0940  w1n -0.663 -0.663
Use8_fin1seanuuuiiiFeudts 3.95 0.925 1N -0.618 -0.618
USGQ_ﬁWLLuzﬁ?Lﬁ@LﬁﬂﬂﬁﬁﬂWﬁﬂﬂ%u 3.66 0.955 110 -0.175 -0.175
Use10_fgaemde (Help) 3.85 0.894 w1 -0.554 -0.554

37: MANANTTIVY

1NA519 1 wudndnvieuiienquadviawdin dszaunissuiesdusznauvaunalulad
Metaverse 11 9 auiuszaun1siuinisldan (Usability Perception) TuuSunvesyusunisvieaiien
nzAsudslusEAvinnynesuseneu Tnelisgdunissuiesrusenauveanalulad Metaverse lngsu

agluszaunin (X = 3.74, SD = 0.681) lngsauUsudazauiarnziuuiadeagluyiesening 3.46 fs

' 1%

4.03 wanabiiudaszaunissuinreudegslunnifvewnalulad lnsesrusznouiiu fldanuduy

U

' '
= =

Hiinvua (User-defined) fidiadegeiian (X = 3.90, SD = 0.759) lagiamizaunisiesleiuyuyy

Y

& oA A

(User2) BeliAniadiengi 3.97 axvioutiansiiunannesunzifsuieisa aunsaesnwuulmdeulysiv

guuld vazesdusenauaun1snauld (Reactive) diAtadeaisnifign (X = 3.54, SD = 0.831)

a1

lnglamgsmunauauedlauuuriuiviula (Rea3) fidnadvegi 3.46 ovagviouisdedninvessyuunds
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ldanunsaasessaunsaluuuSealndldegsauysal TudmvesszAunssuiaunisldnu (Usability
Perception) nuinduiidianadegeiian laun nslédydnualiferiumasanisldam (Uses; X =4.03)
LLﬁsﬂﬂiWﬂWﬁﬁ;ﬂ%&WLsﬁﬂadm (Use2; X = 4.02) axvioudsnnud1Agy10303AUsznauaIuau
soiflesuazmsoonuuuiiaenndesiulszaunsaladsosfliluiunvesyuy

HANTIATIAABUANYALNITHINLIIVBITRYANUTT AR (Skewness) yoafausviamuniien
AnauidntievaglutisUszuna -0.057 fla -0.663 uanafanmsnsznevestoyaiifidnvazidlumadely
seiuseu edafiodneglunusinlndidsaiunisuanuasund (Normal Distribution) asdeiausves
George and Mallery (2010) 171"33‘14’3'7 NA1 Skewness agluyesEning -1 i +1 anunsadodndeyad
nsnsznefiundls dauriaanslag (Kurtosis) drvluajfidnnnin 1.0 Inseglutasuszana -0.663 fa
0.503 uansibififeyaiifiiaulasinnd Jsaenndesiuuuimares Kine (2023) filausin Ay
Tasflegluzas -2 fis +2 Wursifeimnzaulunsinsesilunaaunislassains (SEM)

2. NaN13nTIRARUANENavRIN1TTUTesAUsENRUTRLINALULAE Metaverse Aian1ssuinisldanu
yosiinvieafivnguiivawdinuuumaniosunsdeusoiia Tnglduvusaosaunisiassatns Tnsroy

1%

A153A518Y bansavdauanUsenaus g udulunuudnaninisinveedanusieaseaun1ssus

Y

9rUsEnaUTRanAlLlad Metaverse UsenaumigsuUsiasnuiu 9 fwls andnusdunsla 27 67
1 aa o a

wUs wazdnUsueesgaunsiuinsldnuvesinvisaieinguadvaudin 1 daudsandaudsdaunala

10 fuUs Audeyaidelszdny Nan1InTINAOULARITIEALIBLARINITIN 2

AN5799 2 FUlANUEDAAR BINANNAUVBLUUINABINTINBIRUSENaURSEUTY (MaUSULUUTNaD)

Anail ML ATORE Ve MET USE WNANTINATUN
c /df < 3.00 (Kline,2023) 274 276 N
CFl > 0.90 (Bollen,1989) 0.94 0.98 N
TLI > 0.90 (Schumacher and Lomax,2004) 0.93 0.97 WU
RMSEA < 0.08 (Schreiber et al.,2006) 0.07 0.07 WU
RMR < 0.05 (Schumacker and Lomax,2004) 0.03 0.02 WU

Y1: MANANNTIVY

AT 2 WNUIMUUTI0IN15IAT0RIMUT MET waz USE danuaennaesiudeya
WeUsgdnunuinaineansulavnavil fsaunsainluldlunisiiesgiuuudiassaunisiasasnsly
JupeudnlUliegnumugay Fman1InsadeusnsnaveInssuiesdusenouwmalulaginsauging

aa o =

danasianssuinsldnuvestdnvieaneinguadviaiin dudeyaidalszdny diauslunisned 3
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P10 3 NFATITALARRARBIedlinadnENaveInITTuTaAUTEneumAlulag Metaverse

aa o =

ndwmarian1siuinisidanuvesinvieaneinguadviaiunn Auteyaidesedny

fanUsuns MET USE
fawdsdaunald | b S.E. t-test A R? b S.E. t-test A R?

Per 1.00 0.906  0.820

Rea 1.187 0092 12.928%* 0869 0.754

Inter 1130 0.090 12.653** 0.880 0.774

Cre 1.122 0087 12.886** 0.873 0.763

User 1.140 0085 13.487** 0932 0.868

Dec 1.155 0085 13579** 0892 0.796

Eve 1221 0093 13.184** 0927 0.860

Lim 1132 0.087 12.973** 0865 0.748

Soc 1174 0091 12.951** 0816 0.666

Usel 1.00 0.599  0.359
Use2 1243  0.100 12.407** 0729 0.531
Use3 1363 0.118 11.526* 0.769  0.592
Used 1272 0.108 11.815%* 0799  0.638
Use5 1211 0106 11.399%* 0756 0.572
Use6 1351  0.112 12.025%* 0824 0.679
Use7 1408 0.117  12.027** 0820 0.672
Use8 1412 0.116 12.172%* 0.835 0.698
Use9 1236 0.114 10.878%* 0711 0.505
Usel10 1376  0.113  12.205%* 0843 0.711
MET 0723 0077  9.419%* 0770 0593

Chi-quare = 1449.405, df = 610, Chi-quare/df = 2.376, CFl = 0.928, TLI = 0.921, RMSEA = 0.063, U8z RMR = 0.037

T
[ v

UG ¥ munedaseautludAy?l p-value < 0.001

P31 NNNANNTINY

A5 3 Han1IRsIdaUlumani1sIn (Measurement Model) ALuNNSAIENSIATIZN
29AUIENOULT 98 ugU (Confirmatory Factor Analysis: CFA) lagn1uunlisiuusesausenouees
wialulad Metaverse (MET) susinUsuilesesiuiand TnsefinUshiasesunviediuiu 9 6 wayvs

wUsnssugnistdar (USE) ilusudsuraseiuinis dadiemudsdunald 10 67 Fawman1sinsey
CFA wanslisiudn Anhwtnesduseneu (Factor Loadings : A) aesiuusdanalanauaiianduuin

o o

waziiodfmeainfiseiu 001 TaodiAnegluras 0.816-0.932 dwsu MET uas 0.599-0.843 dwisu

v v
' '3 Y

USE F9a9n7nausidusn 0.50 wanabiiiiuinsuusdunaladanumunzaulunislidusidinvesss

Y

UsueY (Hair et al., 2019)
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AEPHINSHUTUANULANLANVBILLAANITIA bAANMTUNITIATIEILLARANNTIATIAS 19T

Wulumaanuduiusnmssseninasuuswela MET wag USE Tnglufvussiudsaunanslukuuinass

°o v aa

NANITIATIZANUIN AdNUTEANSIdUNI99In MET T USE da1indu 0.770 waziidediAgnisada
sz 001 FaagvieufrnuduiusidauintuseAuas aunuanIshUanuIuInnsnaves Cohen

(1988) wenand A1 Rz voedauds USE i 0.593 uandliiuda daudsnissuiesdusznaues

o Y

walulad Metaverse a1u1saesureanulUsUsIuvemssuinisidnulasesay 59.3

nan1sUsziiiununaunduveslunalagldrifudainnig g wuin leadanumugaulung
ldesungtoyaiieUsedny lneildn Chi-square/df winiu 2.376, A1 Comparative Fit Index (CFI) tinriu
0.928, A1 Tucker-Lewis Index (TLI) w1y 0.921, A1 Root Mean Square Error of Approximation (RMSEA)
Ny 0.063 uaA1 Root Mean Square Residual (RMR) iy 0.037 Feegluinmsinsensuldniu
Foraueres Hair et al. (2019) uansbiiiiuitlunaaunislasiaseiiwauntuiianumangasluns

adungtoyaileUsedng

nsanUsIENa

(%

HANTIFBNUT SEAUNTTUTRIAUTENoUTRImAlLLAE Metaverse 714 9 fnU LagsEAUNTTUS

Y

aa o =~

n5lt91u (Usability Perception) vestinvisaisanguiaviatuiinluuiunvesyeunisvioniieinzidou
Aeoglusedunnnnesduszney azfouliiiudi fléauinsussfiudszaunisainngldan
uwwanrlasunzdeuiedsaluduan seluiifvesnndnuvasddasiaiwounaluladuazdfivesnis
ponuUUNslFNY JeaenndesiuuiuiAnves Lee et al. (2021) wag Shin (2022) fii@uein N1388NUUY
anmwndeuaiiouiinouaussdenisiuivesglinuiiunumddonisussiiiuussaunisallag s

YDITLUU Metaverse

a '

defiansanlusivazBen nui ssduszneududldnududiivun (User-defined) iAade

Y

v
LY

ns¥udgeiian Tnslameitfasunsidelssiuguey Seaereulifiuin unanvlesunzfousieosa
annsasenuuuUszaumsaliafiouligldsnusuifinmmudenlostuuunvesguruvisniiodldedng
wanzay nafananatuayuteiauses Reis et al. (2024) fiszyin msalonalvildauildiusu
warFuiiesndnuaivesiuilulaniadion \unalnddyfitaeiaiuadrsssaunsaiifnnumneuay
augniunsdansly Metaverse Tnstamzluuiunnisvieaiiondeyuvu

[ Y 1Y

Tummssiudiu esiusznaudmun1snauld (Reactive) fidadenssuiiian Insanizdiin

U

o w

fuANEnansalun1snevauadlaegsiufiviule naninatevdzNeudedinvessruulun1unIg
UssananakuuiSealnl vieeundevedesiaiviugumaneluladiidilianusasesfunisidneu
Asmaldethafiuuseavsnm il anuandlunsreuauswesstuutondmareUssaunsaives
Fidoluanmuindemaiiou 1esmnmssuimseidouasanuansiweimsldnudussduszney

drAnuasunanilasy Metaverse InslanzluusunvesunanvlosuneglusseziSuduvasmsian
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dmsumssuiFiunslday (Usability Perception) wuin sudifanadegsiian leud nnsld
faydnwaluagguuuumsiiaussdsasiianenasnmsldan wagnsldnmigldauaunsadilald
18 namanamagieuiinnudfyvemdnnisesnuuuiiiiunnuaenndeuazanuseuie dudu
wAudIAYVe Nielsen’s Usability Heuristics (Nielsen, 1994) wag@onnaaiiuuuIAnued Norman
(2013) AlLaundn szuvildeansiuldaumeniuiduiasuazannisznianissuy axgisdaaia
UszaunsaimsldauiifuazannududeulunsiSeuiszuu Taslawzluuiunvesyumudfly sus
ANNTAINMaNgauUsTaUNSaianalulad

HANINTIRABUANNABAAT DIVRIlLANTInvaIMLUTUHINTTUTsAUsENa UV I AlUlAE
Metaverse (MET) wagns¥udnsldan (USE) wuin Tmmamsiaisansfinuaenndosivdeyaids
Uszdndaanarifisensuldnnavi Tasfudsdaunaldnniddniminesdusznouduvinuagd
FodrAaneadd azouldifiuiigadad Taiwaunduianuaenndosiulassadiadmguives
Wunderman Thompson (2022) @sussalsznauveunalulad Metaverse LagnIauLUIAANIT
Usziliunslgausuman Heuristic Evaluation va3 Nielsen (1994)

Han1TATeilnaaunslasasuandliiiui n1ssuiesAuszneuveunalulad Metaverse

a a U o o 1

(MET) faviznaieuanegaditduddaanissuinisldau (Usability Perception: USE) vasinviasiien

! %

nauAdvaLunuLLNaaresunslAswREITa TneAduUsEansIdun1eilaigs (B = 0.770, p < .001)
asvieuliiudvsnavesnssuiinnalulad Metaverse finadnuwazfinsudiunasiiaanm avdwmali
nsfuiuszaunmsalnisldnuegluseAunatusgedniau nadinadnaenndesiuwiiAnves Cohen

(1988) Miszydn Arduuszansluseaudinanineglundudninavuinlvg uwavatuayuauufgiuds

o
aa v o

nguifiimeluladiduiaduddysonisiuimslinuluanminadendivatugs

uen9ndl A R Alifiudn mssudesdusenoureanalulad Metaverse annsnaduneaaia
wsUsImvesmsiuinsldenldunniiaimis Fsazvieufsnnuddnueinisesnuuuesdussnoy
waluladliaenndosiuuszaunisaivesild Tnsianizluuunvesnsvieaiisayuwuiifeserdoany
drladne arwseidewessyuy wazsnsdeslesiuus unasaesituil nan1sussiumunaundures
Tuwadwandbiiuiuuuiaesaunisiasaddanumnzadlunsedunedeyalsuss dndaunasi
fiuousuld (Hair et al, 2019) Feausaazuladn lmanuduiusvnansasening MET wag USE &

ANNUIRde wavawnsaldesurenginssumsiuinmsldau Metaverse vasinvieauiieInquada

wiinluusunvesgusunsvieaisnsfeudsldegndiusydnsam
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UaLauauuy
1. TaiauauwustBeuleunsuas el jusng

MnramsITenuin dnvieafisanguAdvading szdunisiuiesdusznevvoanalulad
Metaverse uarn1siuinisldameglussduinnynesduszney sausnanisiinngilunaaunis
Tassadnafidlidiuin nmesudesdusznavteanalulad Metaverse (MET) fvwaitsuanaunalugjso
ns¥u3nslidanu (USE) (B = 0.770, p < .001) wazaninsnesuieanukususiuves USE laseeay 59.3
nafandazioudn Aanmyeinsiuinenudnyuzveanalulad tiudadud Ay fvun
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